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D 

D 
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o 

GUI Text And GUI TextureO 


JiaLiu! tfjû i (jjijStiLtlj 


0 


•.djmSŞ Jii jS ûutoi jjD 


ile Edit 

Assets 1 

GameObjecJ Component 

Window Help 

o E 

5 ö 

Create Empty 

Ctrl+Shift+N 

# Scene 


Create Empty Child 

Alt+Shift+N 



Particle System 
Camera 


GUI Text 


GUI Texture 
3D Text 

Directional Light 
Point Light 
Spotlight 
Area Light 

Cube 

Sphere 

Capsule 

Cylinder 

Plane 

Quad 

Sprite 

Cloth 

Audio Reverb Zone 

Terrain 

Ragdoll... 

Tree 

Wind Zone 



Gui Text 



( Layers 

▼ ] | Layout 

- 1 

O Inspector 



_a 

0 W GUI Text 


□ Static ▼ 

Tag Untagged 

î Layer Default 

î 

▼ Transform 



£j o. 

Position 

X 0.5 

Y [0.5 | Z 0 


Rotation 

X 0 

Y 0 Z 0 


Scale 

X 1 

y|i Z 1 


▼ IQI 0 GUIText 



L o. 

Text ^ 

Gui Text 




; upper left 


: | 

’^Alignment 

left 


: | 

Pixel Offset 

X 0 

Y 0 


Line Spacing 

1 



Tab Size 

4 



Font 

Arial 


O 

Material 

None (Material) 

o 

Font Size 

0 



Font Style 

; Normal 


* 1 

Color 

L 


zn^ 


Pixel Correct 0 

Rich Text 0 


Add Component 


Text 

X,Y <u Lgjdj 4S<CLySaj jj Pixle Offset 

Font 

■AS^umSjj i^b<û : Font Size 


.<£<&*£a tJjdj -: Color 


GUI Texture:-U 




<ew Unity Projects - PC, Mac & Linux Standalone* <DX11 on DXIO GPU> 


GameObject ]| Component Window Help 


Create Empty 

Create Empty Child 

Ctrl+Shift+N 

Alt+Shift+N 

1 I 

Create Other 

1 

Particle System fet. 

Center On Children 


Camera 

GUIText 

Make Parent 


GUI Texture 

Clear Parent 

Apply Changes To Prefab 


3D Text 

Break Prefab Instance 


Directional Light 

Point Light 

Set as first sibling 

Ctrl+ = 

Spotlight 

Set as last sibling 

Ctrl^- 

Area Light 

Move To View 

Ctrl-fAlt+F 

Cube 

Align With View 

Ctrl+Shift+F 

Align View to Selected 


Sphere 

Toggle Active State 

Alt+Shift+A 

Capsule 

C x/lirtH Ar 


T ( GUITenture Q 

Texture $HUnityWatermark-small 0 

Color ^ ] / 

Pixel Inset 

X p64 Y p29~ 

W 128 _ H~SÖ~ 

Left Border 0 

Right Border 0 

Top Border 0 


Bottom Border 0 


ojLtioj jj Texture 
■ ^SûjjmuS^û u&oj -t Color 

H v 

j W ; H 4Sjjjlo5jj <jJu±u X,Y Pixel Inset 

: 4jjj1w j»4J ijaJiSdj j ûJvûdJ AJjjlutSZu jUJA t£jj4jjj£bwjjj jj uUJjLSJj jj ^j|j4J jjD 


M V GUITexture 

Texture 
Color 
Pixel Inset 


y o. 


X -64 


W 128 


#BUnityWatermark-small O 

f 1 * 


Y -29 


H 58 


Left Border 

-127 

Right Border 

-126 

Top Border 

107 

Bottom Border 

169 




'4 unity ^4 unity ^4 unity 
4 unity ^4 unity ^4 unity 
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0 

Build To Application (exe) 


Umty - Untitiea - New Umty Hrojects - HL, Mac ot Linux btanaalone <UA11 on UAiU uku> 


File 1 Edit Assets GameObject Component Window Help 




m »o> , »w i 

uild Settings 


□ 

□ 

□ 

□ 

□ 


Scenes In Build 


Add (L'un ent 


□ _? 


□ 

□ 

D 

D 


Platform 


w 


Web Player 


PC, Mac 8c Linux Standalon 


,n«. 


ios 

Android 
BlackBerry 
Wî Flash Player 

Windows Store 


A- pc ’ 


Mac & Linux Standalone 


Tai get Platform Windows 

Architecture x86 


Jj 


ueveiopment buiiö 

Autoconnect Profiler O 
Script Debugging 





S/Jitch Platform | Player Settings... ) 

Build 

Build And Run 





jjl jjIj 45 ûtaj jULu <ûLu£* jUi-:Scene In BuildU 

. Aj&jAm dj *Aj \ia£j £ j jLj ujjAj XZjaSjJj dj \a a Sjû ujqAjLaö j d£ ^AjuSju &Jj ja 

Llo-j<u ^LuA jj lujjLSjj -: Add Current 

4jaS<Lu2jA5oJj ju -x Target Platform 
.ujb&j? -: Architecture 
. ASdjJjA&jli Aj JtijZ LUvJj i jj - J Build 


D 

D 
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0 

Script lujjS* 0 

0 


^jLSk* dj JdJ Awjj ( [£d$*uiAj JS (JyLwlj^jjj ^jUj jJ Jj ^pjjj luJjSU 

; jSaj 4J4A uuUjSU dUj}? JjJû; b ^LûjJ A)G 

Java , C# , Boo , Shader , Compute Shader D 

ûSuau jSaj jJ ^ Subuo 4 j A» j j»!j jj jj ^jU jj jiojS ujLw j LiU julujU 


.Juû ^JjÊjjj jjjLw j tJîb' jSjj aS Boo ASjfaU .ûûjjL^AJ 


D 


-: (Jb- (jSulLÛjSU ^jjjSuwjjjU 


Folder 

C* Script 
Boo Script 
Shader 

Compute Shader 
Prefab 

Material 
Cubemap 
Lens Flare 
Render Texture 

Animator Controller 
Animation 

Animator Override Controller 
Avatar Mask 

Physic Material 
Physics2D Material 

GUI Skin 


Create ► 

Show in Explorer 

Open 

Delete 

Import New Asset... 

Import Package ► 

Export Package... 

Find References In Scene 

Select Dependencies 

Refresh CtrkR 

Reimport 

Reimport All 

Sync MonoDevelop Project 
dard Assets 

Animation 

Material 

Terrain 

lomputeShader 


Custom Font 


D 



: jJdSii (jS>JS Î)J«J Jj jLwb D 


Assembty-UnityScript - New&eha vioci rScri pt.j s - MonoOeveiop-Unity 


File Edit View Search Project Build Run Version Control Tools Window 




J NewBehaviourScript js 


Q NewBehaviourScnpt ► lJ Awake 
|#pragma strict 

3 function Start () { 

4 

5 } 

? function Update () { 
s } 


O File not found: C:\Users\DELL\Oocuments\New Unity P... ( Press 'Control-I-.' to search ~) 




^Errors (T]Tasks 




D 

4£4jjJjSm jb4i 4 jpjUIj <^S«j4w ^$J jçuJ4jD 

Function Start Gjj£jj jp-Luj 4S -LjLS ûLSjj ^LSpjLS jlxSte 4j4j 4jU jj ^aj 

Function Update ûLSjj ^4^ jlipjLS 4u,w4A jb4«4j D 


.LUjujjjjJ jLSjjLS UûLS4jlj4£ jjJ jljJû 4J 
:ûij4jj^iw j»4J ûjj J jLS4iUjî ^j4«D 


function Update () 




D 

D 


D 


D 


: j» 4 J * jUjp- (iiijjjLj AJ dljbji ^uwiij jj Jjl 


□ 

□ 


□ 


^pragma stnct 

2 

3 function Start () { 

4 

5 } 

6 

7 function Update () { 
9 } 


wjjMjdU 4J4£UÛ jk4J JiûUjj j4A ûwj; J 




0 


: jiMŞjdît tiijtii ji jLftj iM ULj tjiiji Cujji ji LU4jla Sii iiiuj ^4d0 


i #pragma strict 

MyNumber^iLjJU 44jU4j <*jjji û«ijj LjIjG 

’ var MyNumber : int; 

. jLSJulwlj JjUj ii«44 4) ÛJJÛuJ 4S>D 

e function Start () { 

^ > 

c 

Ctrl + S 4j jj4Sjj 1 Sm jLwLj 

p function Update () { 

4j dGuSuaJ jj jj Jj4Sjj jjU 4S4LûjiU jjl^j 

> 

: JjJilw j»4J 4i4uSuftJ jj j4w jj 4S4LûjiL ^LulSljD 


0 

0 


CTrsdi'Ce - 


A 1 1 


C Main Camera 





= Hierarchy [ 

;r*it« • o-All 


| Layers 

iJ l La ^ : 




U y Main Camera 


□ Static 

Tag M*inC*m«r* : 

Layer 1 D*f«ult 


▼ >s Transform 


Q i 

Position X 0 

Y 1 

Z -10 

Rotation X 0 

Y 0 

Z 0 

Scale X 1 

Y 1 

zfl ~ 

► ♦63 Camera 


G • 

▼ U- [>? GUILayer 


£J • 

' Flare Layer 


Q- 

T O v? Audio Listener 


0« 


J New Behaviour Script (Script) 


Add Component 


J Project 


□ Console 


O Animation 


Favorites 
All Materials 
All Models 
All Prefabs 
All Scripts 


i Editor 

i Standard Assc 


ljlnspector^j>4*j4j 4J 
(£JjL&4j j jb jAj 4 sU 
.jMyNumber^J&jb jjJjjjUj 4S 

D 
D 
D 

:UbG 

var Name : Objects;G 

.LuJJU Ij ^LSjCuj jljjj 4J Jb Ij jb luj Jjbj ^mj ASjjU uajU jj uaj Jjj^Iw ^4j uajJjG 

.4uj guA Lu£<û jjLuUIj ASLub ^jlJûLuoj jj L^jjb ObjectS t^lujuG 


Assets 
W Editor 

m Standard Assets 

<3i 

Q New Animation 
L New Material 
► t. New Terrain 

NewBehaviourSctipt 
NewComputeShader 



luj$j a$4jJjSn jLSAj^jjj j ulL m djUjD 

f loat uûjfi AJ JJ^CUjIjJ jLSAJ^JJJ j uJLw JjUj 
String Aluyj^j jj l^uû 
boolean (true,false) £j 4£ j ûmIj jj Mj<u 

.jJjMjfiJûA 4jj^ui {>4 j j jLJ^LuJ 4S j JjhUtf AjLûjj jfc^ 

j^uuJjLSAj Ajljl^u j*AJ (jûl>j4jl 

var Num : int = 5; 
var Num2 : float = 5.9; 
var Num3 : String = "MyName"; 
var Num4 : Boolean = false; 




jkLÛ Jj jSjjlS ijJÛ jjj AStejte jASAJ JS Jûjrjte 4) 4J ^JJjJ 

: AJêjlui j»4j[] 


4 var Numl : int = 5; 
s var Num2 : float = 5.9; 

6 var Num3 : String = "MyName"; 

7 var Num4 : boolean = false; 

8 
9 

10 function Start () { 

11 

12} 

13 

14 function Update () { 

15 

16 if(Numl <= 5) 5 j*4 

17 { 

is Num4 = true; 

19 } 

20 if(Numl >= 5) 

21 { 

22 Num4 = false; 

23 } 

24 

25 } 

26 


fdi 

ijtj 5 4j uuj jluSêjj J&MPi Numl j4^4jD 

true jlujjû Num 4 D 
♦♦♦ 

ij4J 5 Am LOJ jLu£4J jjjdjjjS jjSjJ jkV^jD 

. false 4 ILaj 

♦♦♦ 


D 


^jL jb JjjjjS jj (jûljJAJ JJ 


: 4jjj1w j»4j . uJjitJ I J 4SAlwJ45ub 4 j uA£ ijSjJS I j 4j ujjJjLj jJSjj Jjjû jjD 


lf(lnput.GetButtonDown ("Firel") ) 

{ 


Application.Quit(); 

}□ 


: 4j4jjj1w j»4J JjjmS jj jjD 


lf(lnput.GetKey (KeyCode.A))D 


. JjjuS j4u4j A (jQjllJ IjIj 


D 
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JaaUm! : ^jjjSfjULJ 


GUI 

Button, Label, And Rects 


SjjJJ 3 lui 3 ^j^wLj 4jIj X ; Y, W, H JS J«4j j!$£ <U ûjJSJj ; ûSjjD 

j»4J ^LijjJJ AJjJj) jJbjD 

https://www.youtube.com/watch?v=d7rjDvev4Eo 



BYAREESMAIL 


JU+L&/ JjL : (jJljS tlU/j 


How ToMake FPsD 

i&L* ûwjjj 

xdÇfJM jjJuLwlJ <U jLSdAA <U jLSdAA ^jL ^jjjS ûttjjjU 


Partl : https://www.youtube.com/watch?v=LuZja2iX0vk 
Part2 : https://www.youtube.com/watch?v=9ZyExNpXcvc 
Part3 : https://www.youtube.com/watch?v=Pr8mAfqZxPQ 
Part4 : https://www.youtube.com/watch?v=8lbMiH5kllQ 
Part5 : https://www.youtube.com/watch?v=7A4yzJG3i5o 
Part6 : https://www.youtube.com/watch?v=pT-a6IVoWaY 
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THE END 

i$j\ x &*JjS dJL i 

BY ARE DEVELOPErD 
2015 

MY GAME 



Jd&dl l^jLS ujIjûm Aj&b ^jJmjJj j Jjtyj (Jl (jJj^ U JilmdSjdA î ^ luJuD 

VjjAJJ uZAjJjU &iJjZ uujjJ AJ jAxaIjJuIj ûLSjU 

xJLSjj JJ ujJSj d$jJ pjJjdşjJj ^jtpAjD 


□ 




E-mail t are.esmail556@gmail.com . 


Facebook t https://www.facebook.com/ profile.php?id=100003692841251 

□ 
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